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This paper examines the architecture of a dynamic difficulty adaptation (DDA)
system based on Behavior Trees. It describes the hierarchical structure of nodes that
form the logic of enemy Al agents, and the mechanism of interaction of the Difficulty
Manager module with other components of the game system.

OpHi€ro 3 KIIOYOBHUX MPOOJIEM CydacHOI po3pOOKH Bieoirop € 3a0e3reueHHs
ONTUMAJIBHOTO OaJIaHCy MK PIBHEM CKJIATHOCTI Ta HABUUKAaMH rpaBls. BiamoBigHO
n0 Teopii motoky Mixas YikceHTMiXaifi, CTaH MaKCUMaJIbHOIO 3ay4eHHS
JOCSITAE€ThCS JIMIIE TOJ1, KOJIM BUKJIMK T'PU TOYHO BIANOBIZAE MOTOYHOMY PIBHIO
MalCTEPHOCTI: HEIOCTATHS CKJIaJHICTh MOPOJIKY€E HYABI'Y, HAIMIpHA — (PpYCTpaIito
Ta BIiAMOBY Bif rpu. CucCTeMu AMHAMIYHOI aganTailii ckiaagHocti (Dynamic
Difficulty Adjustment, DDA) nokyinkaHi aBTOMaTHYHO MiATPUMYBATH el OanaHc y
peabHOMY Yaci, aHaJIi3yI0UH MMOBEIIHKY TPaBls Ta KOPUTYIOUH IMapaMeTpH irpOBOTO
CepeOBHIIA, BOPOTIB 1 MEpemKo 1 0e3 SBHOr0 BTPYYaHHsS KopucTyBaya [1].

[ToBeninkoBi nepeBa (Behavior Trees) cranu craHmapToM y po3po0ili irpoBoro
MITYYHOTO IHTENEKTY 3aBASKH CBOIM 1€papXiuyHId CTPYKTypi, MOJIYJIBHOCTI Ta
BUCOKIM yuTabenpbHOCTI. Ha BigMIHY BIJ TpaguUidHUX CKIHYEHHHX AaBTOMATIB,
MOBEIHKOBI JiepeBa J03BOJISIIOTE (OpMyBaTH CKIaAHY JOTiKy Al-areHTiB uepes
KOMIIO3UIIII0 TPOCTUX BY3JiB, 110 3a0e3nedye THYYKICTh, HEOOXIAHY s
aJalITUBHUX CUCTEM [2].

Difficulty Manager € nentpanbaum koopauHaTopoMm cuctemMu DDA. ko
MOKa3HUK TPaBLs TEPEBUIIyE€ BEPXHIO MEXY €TAJIOHHOTO Jiana3oHy, TO CUCTEMa
MIJBUIIYE PIBEHb CKJIQJHOCTI, SKIIO TpaBellb 3a3HA€ TPYAHOINIB — 3HUXKYE [3].
KputnyHo BaXIMBUM € TUTAaBHE BBEICHHS 3HAYCHb, OCKIIBKH Pi3Kl CTPUOKHU
CKJIQJHOCTI PYWHYIOTh 3aHYPEHHSI Ta CIIPUINMAIOTHCS, SIK HEYeCHa rpa.

Bmus Difficulty Manager Ha moBeIHKOBI JiepeBa peali3yeTbesl uepe3 Tpu
ctparerii. [lapamerpuyna ananTaris mnependayae 3MIHY YHCIOBUX 3HAYCHb
ICHYIOYUX BY3JIIB: 3aTPUMKH PEaKIIii, TOYHOCTI, CUJIU yJapy 0e3 3MiHU CTPYKTYpH
JepeBa — 1€ HailmpocTimui 1 HailbesneuyHimmid meton. CTpyKTypHa ajaamnTaris
JTIO3BOJISAE€ TUHAMIYHO MIAKII0YaTH a00 BIIKIIOYATH LU MiJjepeBa: HAIpPUKIIa, Ha
HU3BKOMY PIBHI CKJIQIHOCTI MiAepeBO (JIaHKYBaHHS JE€aKTUBYETHCS, 3AIUIIAI0YN
Juine TpsMy araky. EBosroniiHa ajamnTaliisi, omucaHa B KoHuemniii Dynamic
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Behavior Trees, BUKOPHCTOBY€E T€HETHYHI aITOPUTMU I TUHAMIYHOT 3MIHUA CaMOi
CTPYKTYpPH JepeBa B MPOIIECi TpH, I YaCTHHA BY3JiB 30epirac aOCTpaKTHI 3aIUTH,
0 TMIACTABISIIOTECS KOHKPETHUMH TIOBEMIHKAMU 3aJIe)KHO BiJ] TMOTOYHOTO
KOHTEKCTY [4].

Oxpim npsMOTo BIUIMBY Ha MOBEIIHKOBI aepeBa Boporis, Difficulty Manager
B32€MOJII€ 3 KUIbKOMA IHIIMMHU MiJCUCTEMaMU TPHU, a CaM€ 3 CHUCTEMOIO TOSIBU
BOPOTIB, KUIBKOCTI Ta SKOCTI JOMOMDKHHUX TIPEAMETIB, a TaKOX CKJIaTHOCTI
nepemko. HaitOinbpIn Moka30BUM MPHUKIAJIOM TaKoi KOMIUIEKCHOI B3aEMOJII €
cucrema Al Director y Left 4 Dead, mo BiacTexXye mMoKa3HUKH 30pOB’s, TOUHICTh
BIIyY€HbB, BIJICTAaHb MK YJIEHAMH KOMAaHJIH, 1 BIIMOBIHO PETYIIOE TeMI T'pU. SKIIo
rpaBIli 3a3HAIOTh TPYJHOIIIB, Tpa 3MEHIIY€E XBWJII BOPOTIB, KOJU €(PEKTUBHICTh
repoiB MOKPALLY€ThCs, BIAMOBIIHO 3pOCTA€ IHTEHCUBHICTH [5].

Takum unHOM, apxiTekTypa cucremu DDA Ha 0a31 NOBEIIHKOBUX JIEPEB SIBIISIE
co00r OaraTopiBHEBY CTPYKTYypy, n€ lepapxis By3iiB Behavior Tree pazom 3
MmexaHizmMoM Blackboard ¢opmye rayuky BukonaBuy miatrdopmy, a Difficulty
Manager 3a0e3nedye Oe3NepepBHUN IUMKI aHaII3y Ta ajarnTallii, y3roKyrdu
po0OOTy BCIX KOMIIOHEHTIB 1rpOBOi cUCTeMU. MOAyNbHICTh NOBEAIHKOBUX JEPEB,
IUIABHICTh 3MIH MapaMeTpiB 1 pO3IIMpPEHa MOJEIb TIpaBUsid € KIOYOBUMU
MPUHITUTIAME YCITIITHOI peati3allii TAKMX CUCTEM y CYJacHHUX Bijeoirpax.
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